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ABSTRACT 
This research has been conducted to ascertain whether people 
with certain personality types exhibit preferences for particular 
game genres. Four hundred and sixty-six participants completed 
an online survey in which they described their preference for 
various game genres and provided measures of personality. 
Personality types were measured using the five-factor model of 
personality. Significant relationships between personality types 
and game genres were found. The results are interpreted in the 
context of the features of particular game genres and possible 
matches between personality traits and these features.   
Categories and Subject Descriptors 
K.8.0 [Personal Computing]: General – games.  
General Terms 
Measurement, Documentation, Human Factors 
Keywords 
Personality, video games, game genres 
1. INTRODUCTION 
The vast majority (92%) of all Australian households have at least 
one electronic gaming device, with most owning two or more such 
devices [1]. The term electronic gaming device is used to refer to 
computer devices used to play games and includes PC’s, gaming 
consoles, smart phones and tablets. Although the video game 
industry is often described as one of the world’s fastest growing 
entertainment industries [2] and was valued at $65 million in 
2011[3], research into the industry is still in its early stages and 
has typically centred on the effects of video game play. 
Specifically, concerns have been raised relating to the negative 
effects of game play and research has mostly focused on 
connections between in-game violence and aggression, and 
possible health concerns, including gaming addictions [4]. 
Importantly, research has also emerged showing a variety of 
positive effects of playing video games including a positive 
impact on mood, stress, anxiety and depression [5], as well as 
more general measures of subjective wellbeing [6, 7]. 
The current study aims to understand the underlying personality 
traits associated with preference for particular kinds of video 
games. This study forms part of a larger program of research 
aimed at exploring video game play and game preferences in order 
to provide greater insight into player motivations, ascertain the 
game aspects which provide appeal to different players and 
determine whether certain personality traits link to positive and 
negative video game play effects. 
2. FIVE FACTOR PERSONALITY MODEL 
Decades of psychological research into personality types has 
uncovered a theoretical framework which explains five broad 
domains of personality. The five-factor, or ‘The Big Five’ model, 
identifies personality as a combination of interpersonal skills, 
attitudes, motivations, emotional and experimental styles [8]. 
Under this model, the five dimensions of personality are 
recognised as openness to experience, conscientiousness, 
extraversion, agreeableness and neuroticism. 
A person’s personality type is determined by the likeliness of each 
dimension [9]. A person demonstrating an explorative, creative 
and imaginative nature is apt to have a high openness to 
experience rating. The reverse of this, low openness to experience, 
is demonstrated by conservative and conventional traits. Someone 
exhibiting high conscientiousness is likely to be task-orientated, 
well-organized and reliable. A low conscientiousness score 
indicates carelessness, poor prioritizing abilities and defiant 
behaviour towards authoritative figures. High extraversion is seen 
in those who are enthusiastic, animated and assertive. People who 
rate high on extraversion are social and tend to seek out the 
company of others. Individuals scoring low extraversion are less 
involved in social situations and have inclinations towards 
introverted qualities such as quietness, shyness and timidness. 
Optimism, generosity and compassion are related with high 
agreeableness. An individual who is suspicious and uninterested 
in the concerns or happenings of others is represented by a low 
agreeableness rating. Neuroticism is generally seen in those who 
are often angry, depressed, anxious or worried. This personality 
domain is also referred to as emotional instability. A high 
neuroticism score would be seen in an individual who reacts 
emotionally to situations and is unable to logically deal with 
stressful events. The reverse of this, low neuroticism, indicates a 
calm, less emotionally reactive individual who is genuinely free 
from negative emotions. 
Some common traits associated with each personality dimension 
are detailed in Table 1, on the next page. Behaviours marked as 
reverse (R) indicate common traits for low pole scores in each 
personality domain. 
3. METHODOLODY 
3.1 Participants 
Four hundred and sixty-six participants (82% males) completed 
an online survey. The ages of respondents ranged from 12 to 54 
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years, with an average age of 21 years (standard deviation = 5.5 
years). Participants were recruited on the basis of their interest in 
video games and most (74%) were university students enrolled in 
a video game studies unit. 
Table 1. Five Factor Personality Model [9] 
Personality Dimension Associated Traits 
Openness to 
Experience 
Original, creative, explorative, 
imaginative, conservative (R) 
Conscientiousness Punctual, self-disciplined, organized, high academic scores, careless (R) 
Extraversion Enthusiastic, energetic, quiet (R), 
social, enjoys company of others 
Agreeableness 
Affectionate, altruistic, modest, 
compassionate, cooperative, 
antagonistic (R), suspicious (R) 
Neuroticism 
Nervousness, poor coping abilities, 
emotional instability, committed (R), 
relaxed (R), emotionally reactive 
3.2 Procedure 
A snowball sampling procedure was used. The survey was 
advertised via university courses, gaming forums, and through 
personal contacts of the researchers. A total of 509 people 
completed the survey, however 43 cases with incomplete data 
were removed. Survey participants had a chance of winning a 
prize by completing the survey. The survey asked respondents to 
report on their current video game behavior, their preference for 
particular genres of video games and to respond to a measure of 
the big-five model of personality. 
3.3 Measures 
Participants preference for video game genres was assessed by 
asking them to rate how much they liked a series of specific game 
genres on a 7-point scale (1-don’t like at all to 7-like very much). 
The list was designed to be exhaustive and included the following 
genres: Action Adventure, Action Role Playing Games, Board or 
Card Games, Casual, Education, Fighting, Flight, Massively 
Multiplayer Online Role-Playing Games (MMORPG), Music, 
Party, Platformer, Puzzle, Racing, Real-Time Strategy, Role-
Playing (RPG), Shooters, Simulation, Sports, Text Adventure and 
Turn Based Strategy. Given the high number of independent 
genres and potential conceptual similarities between categories 
(for example flight game and simulation games), we sought to 
identify clusters of genres that were rated similarly by 
participants. Exploratory factor analysis of participant responses 
allowed us to develop an empirically based categorization of 
gaming genres. 
Initial exploratory factor analyses suggested that the genres board 
and card games and text adventure did not load well on any 
factors. These genres were excluded and a five-factor solution was 
chosen as best representing the structure of genre categories. The 
first factor included positive loadings on party, music and casual 
games; the second factor included positive loadings on sport, 
racing, flight simulation, simulation and fighting games; the third 
factor included positive loadings on first- and third-person 
shooters and negative loadings on educational and puzzle games; 
the fourth factor included positive loadings on role-playing 
games, MMORPGs, action RPGs, turn-based strategy and real-
time strategy games; and the fifth factor included positive 
loadings on action-adventure and platform games. 
Following Tabachnick and Fidell [10], regression factor scores 
were calculated to reflect each participant’s preference for each of 
the five genre groupings. Factor scores are standardised such that 
they have a mean of 0 and a standard deviation of 1. Individuals 
with a higher factor score tend to report higher preferences for 
genres that load positively on a genre grouping and lower 
preferences for genres that load negatively on a genre grouping. 
The ten-item personality inventory (TIPI) is a short form 
personality inventory designed to determine the five factor 
personality measure [8]. The scale consists of 10 items which are 
self-descriptive statements answered on a 7-point scale (from 
disagree strongly to agree strongly). Scores for the pair of items 
corresponding to each personality dimension were combined to 
form a single measure. The TIPI was used for the first one and a 
half years of data collection. At that point, based on initial 
analyses of the reliability of the subscales, the decision was made 
to change to a longer (and presumably more reliable) measure of 
personality. The Big Five Inventory (BFI) is a relatively longer 
measure designed to assess the five facets of personality [9]. The 
scale consists of 44 items which are self-descriptive statements 
answered on a 5-point scale (disagree strongly to agree strongly). 
Over the three years of data collection, approximately half 
(n=209) of the respondents completed the TIPI and half (n=257) 
completed the BFI. In order to avoid splitting the sample, subscale 
scores were calculated for both the TIPI and the BFI, standardized 
to ensure they were comparable, and then combined. As TIPI 
responses are made on a 7-point scale and BFI responses on a 5-
point scale the process of standardization involves transforming 
the scores to have a mean of 0 and a standard deviation of 1 which 
removes the problem of them being initially responded to via 
different scales. Throughout the paper, the measures of 
personality referred to are the standardized combination of the 
TIPI and the BFI. 
4. RESULTS 
A series of standard multiple regressions analyses were 
performed. Each analysis involved prediction of one of the five 
personality dimensions in the big 5 model from the five 
standardised genre factor scores. This provided a sense of which 
personality traits tended to be related to preference for particular 
genre groups. Given the exploratory nature of the work we chose 
to interpret marginally significant effects where they occurred in 
the context of a significant overall model. For reference, in the 
results that follow a significant overall effect indicates the 
presence of a relationship between genre and the dimension of 
personality being analysed and significant β weights indicate 
which genre grouping is related to the personality dimension and 
the direction (positive or negative) of the relationship [10]. 
For extraversion, there was a significant overall effect of genre 
(F(5,374)=3.297, p<.01), with party, music and casual games 
significantly positively related to extraversion scores (β=0.208, 
p<.001), and role-playing games, MMORPGs, action role-playing 
games, turn-based strategy and real-time strategy games 
marginally negatively related to extraversion scores (β= - 0.088, 
p<0.1). 
Conscientiousness showed a significant overall effect of genre 
(F(5,375)=2.480, p<.05), with sport, racing, flight simulation, 
simulation and fighting games significantly positively related to 
conscientiousness scores (β=0.194, p<.001). 
A significant overall effect of genre was also seen with openness 
to experience (F(5,375)=2.333, p<.05), with action adventure and 
platformer games significantly positively related to openness to 
experience scores (β=0.139, p<.02). 
The results show that people who enjoy casual, music and party 
games tend to be more extraverted and that people who enjoy 
role-playing games, MMORPGs, action role-playing games, turn-
based strategy and real-time strategy games tend to be less 
extraverted. Additionally, people who like sport, racing, flight 
simulation, simulation and fighting games tend to be more 
conscientious. Finally, people who like action adventure and 
platform games tend to be more open to experience. 
4.1 Discussion 
The major contribution of this study is the identification of 
statistically significant relationships between personality traits (as 
defined by the 5 factor model of personality) and preference for 
particular game genres. Highly extraverted people are social, 
outgoing and energetic, and hence, it is unsurprising to note that 
these people are more attracted to casual, music and party games. 
These game genres require higher levels of social interaction and 
movement, which could be expected to attract more extraverted 
people. 
On the other hand, MMORPG, role-playing games, action role-
playing games, turn-based strategy and real-time strategy games 
are primarily of a strategic nature and do not require physical 
exertion for game play. Although some games in these genres 
allow for or require the formation of relationships and thus, there 
can be a social online atmosphere associated with game play, the 
interaction is of a virtual nature and arguably less than that 
involved in music, party and casual games. Moreover, oftentimes 
these games involve mainly solo play. Thus, it make sense that 
extraversion was found to be negatively related with games in 
these categories. 
Sport, racing, flight simulation, simulation and fighting games are 
largely task and goal-orientated and require the player to complete 
ongoing events, such as races, fights and sporting competitions, 
for game progression. Similarly, simulation games are often very 
task-focused. Conscientiousness, of which task orientation is an 
associated trait, was significantly linked to these particular game 
genres. It seems reasonable to conclude that it is these largely task 
based aspects of these games that draw more conscientious people 
to them. 
Finally, action adventure and platform games require exploration 
and player quests. Openness to experience was positively 
correlated with this type of game play, which seems likely to 
reflect the inquisitive and exploratory nature of people high in this 
trait. 
Interestingly, no relationship was found between 
conscientiousness and puzzle or educational games. It seems 
feasible that people high in conscientious would be attracted to 
the somewhat task based nature of these games. Future research 
will be needed to further explore the possibility of this link. It 
should be noted that the sample in the current study consisted 
largely of students enrolled in a video game studies unit, and 
hence, the findings may not be applicable to a broader sample.  
5. CONCLUSION 
The research shows clear links between game genres and 
personality types. The work presented in this paper represents an 
initial exploration of the possible links in this space. Our future 
work aims to explore how personality relates to more complex 
notions of genre as well as the style of play people engage in 
within genres with larger and more diverse samples of video game 
players. While this paper does not speak directly to the issue, we 
feel that our program of work around personality, genre, play 
preferences and enjoyment will help researchers and developers 
better understand player motivations and how to foster intrinsic 
motivation in particular settings for particular kinds of players. As 
Keller and Bless [11] note, it will be essential that we consider the 
structural characteristics of games (through classifications such as 
genre) as well as the characteristics of the person engaged in play 
if our goal is to be able to increase the individuals’ motivation and 
enjoyment. Moreover, we feel that by better understanding these 
aspects of play we can ultimately help identify situations where 
games might have a negative impact on the player, as well as 
situations where positive impacts are likely to occur. 
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